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Infroduction

The goal of this project is to create an educational video game
which will teach elementary school students the importance of
having a growth mindset in order to thrive in their academic careers,
as well as in other aspects of their lives. The game will approach the
topic on two fronts: (1) to feach the students what a growth mindset
is and how to cultivate it and (2) to help students internalize activities
and thought patterns which would help a growth mindset become
almost second nature as a result of continuous game play. The game
must be fun, while also delivering on its educational goals.

I will be acting in the role as the Project Manager for the design and
development of the growth mindset game. As such, it will be my
responsibility to acquire and manage the necessary resources,
including human resources.

Resources

My team wiill consist of several video game designers, video game
developers, graphic artists, sound professionals, Instructional
Designers, and Educational and Motivational Consultants. See
Appendix B for an infographic featuring Key Performance Indicators
for each team.

In addition, we will need one license per developer for Construct 3,
the game authoring system we will be using to create the game.
Designers will each need a license for the full Adobe Photoshop
Creative Suite.

Project Plan

We will be using a scrum-like process which will run in two-week
sprints. A retrospective will be held at the end of each two-week
sprint in order to thoroughly examine what went right, what went
wrong, and how to better approach similar challenges in the future.
See Appendix C for the project schedule.

Scope Creep

Changes will be categorized based on the potential impact they will
have on existing programming. Change requests will be made using
the form in Appendix D.

1

Impact Statement

Most video game
designers and developers
are visual thinkers. With
this in mind, | aimed to
innovate many mundane
processes to make them
more visually engaging.

One of the ways in which
| accomplished this was
to create a visual fimeline
of the different tasks and
when they need to be
completed. | also
created an infographic
job aid to help the
designers and developers
keep track of what
comes next in the
process of creating an
educational video game.

See Appendix for charts
and infographics
detailing various ways |
transformed our project
management process.




All artifacts will be stored in the cloud (most likely amazon web server) for documentation and
future reference.

After closing the project, which will consist of delivering products to clients and making sure
that artifacts are properly archived, | will lead a project post-mortem session where we will
focus on the following questions:

(1) Did we deliver what was asked for on budget and on time?
(2) Did this project accomplish what it was created to accomplish? If not, why not?

(3) Were there challenges in the process which could be improved for the next project?
If yes, what and how could these processes be improved?

(4) Are there tools that did not exist at the onset of the project which could be used to
improve processes, communication, or delivery2 What kind of training would be
needed to implement those tools for future projectse
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Appendix A: Transformation Chart

PROJECT SCHEDULE MANAGEMENT

In order to keer
on track, I have ¢ a more vis
appealir dule. It gi

as to when their p
due. It will allow the
lopers to better "see"

GAME DEVELOPMENT PROCESS CHART

Designers and developers tend to be
visual thinkers. I harness this in my
approach to project management by
creating visuals whenever possible to
simplify and bring attention to
important processes. In this manner, I
have also created a job aid which

need to be completed, as opp to using describes the entire design and
development process. This will make it
easier for designers and developers to
know what comes next in the process.

an excel chart.

DIGITALLY TRANSFORMING
Game Design & Development

PRESENTATION DELIVERY

Instead of using Powerpoint
presentations to present updates to our
clients, [ have chosen to use powtoons.
Powtoons are a novel way for us to

Rather than simply delivering a project

convey where we are in the development
process to the customer while still
keeping their interest.

Lynn Werre, 2020
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Appendix B: Key Performance
Indicators

KEY PERFORMANCE INDICATORS
Growth Mindset 2D Platform Game

PROJECT MANAGER

* Communication between team members produces high
quality deliverables under budget and on time
» Deliverables are within 20% of allotted budget

EDUCATIONAL CONSULTANT

s Players will increase their knowledge of what a growth
mindset is and how it improves their quality of life, as
measured by pre-game and posf-game questionnaires.

rv v . MOTIVATIONAL CONSULTANT

OTIVATION * Players will be motivated to persist through challenging
* game play to complete levels and earn achievements.

GAME DESIGN & DEVELOPMENT

* Players will find the game controls easy to use

* Game play was easy to learn and did not distract from the
main focus of the game

* Players find the game visually appealing but not distracting

INSTRUCTIONAL DESIGNERS

» Ensures that game play challenges are instructionally sound
& Provides guidance on best practices for using Interactive

Media

by Lynn Werre, 2020
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Appendix C: Project Schedule

GROWTH MINDSET GAME

o Tasks Week 1 Week 2 Week 3 Week 4

ger hires Educational Consultant

Instructional Designer hires Game Designer
and Developers

Game Designer and Developers hire

playteste

Needs Analysis
Motivational Analysis
UX/Ul Research

ard structure

me script Tutorial & Level 1
Game wireframe Tutorial & Level 1
Instructional Design Storyboard

LYNN WERRE, 2020

& Tasks Week 5 Week 6 Week 7 Week 8

vard structure
cript Tutorial & Level 1
frame Tutorial & Level 1

Design re

ructional Design Storyboard
game assets

Motivational design review

Instructional design review

Week 9 Week 10 Week 11 Week 12

0 Tasks

Motivational design review
Instructional design review —

Add assets to game prototype

Tutorial & level 1 Alpha playtesting

Instructional Design playtesting review

LYNN WERRE, 2020
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& Tasks Week 12

Motivational design revisions
Instructional design revisions
Game design revisions

Tutorial & level 1 Beta playtesting
UI/UX testing
Instructional design beta playtesting review

Week 13 Week 14 Week 15

S R G SR _

This concludes phase 1-3 of the project. Phase 4 will
restart at week 5 with the creation of the 2 & 3rd
game level development and continue through
week 14, which will conclude in Beta testing.

LYNN WERRE, 2020

GROWTH MINDSET
GAME PARAMETERS

Hours:

All project members will work a standard 40-hour work week,
Monday through Friday,  am - 5 pm EST. They will receive paid
time off on all Federal Holidays.

Responsibilities:

The team will work in two week sprints, to be led by the Project
Manager. The Project Manager will also oversee coordination
and scheduling across team members, and acquiring all licenses
needed for the project.

The Educational Consultant will conduct needs analysis and
resource reviews.

The Motivational consultant will conduct the motivational needs
analysis and design the reward system and other motivational
aspects of the game.

The Instructional Designer will work with both consultants and
the game designer and developer to create instructionally sound
exercises to be carried out in the game.

The Game Designer is responsible for creating and acquiring
visual assets to be used in the game.

The Game Developer is responsible for the programming portion
of the game.

RESOURCES

Project Manager

Educational Consultant

Motivational Consultant

Instructional Designer

Game Designer

Game Developer

Monday.com

Figma

MS Word

Articulate 360

Adobe Photoshop

Construct 3
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Appendix D: Change Management

Project Change Order

Project name:

Requested by: Date:

Request name: Request number:

Change description:

Change reason:

Impact of change:

e Scope:
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Budget:

Timeline:
Resourcing:
Communications:
Other:

Proposed action:

Associated cost:

Approved by: Date:
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Appendix E: Process Overview

DEVELOPING AN EDUCATIONAL
VIDEO GAME

A PROCESS OVERVIEW

DETERMINE LEARNING OBJECTIVE

Stakeholder works with Educational
Consultant to determine the game's
learning objectives (LOs). Include LO for the
overall game, as well as individual LOs for

each level.

AUDIENCE ANALYSIS

Once the learning objectives are formalized
the Motivational Designer will work with the
Game Designer, Game Developer, and
Educational Consultant to develop the best
system for motivating students to engage

with the learning content.

DESIGN REWARD/MOTIVATION SYSTEM

Motivational Designer will work with the
Game Desigher. CGame Developer
Educational Consultant, and Instructional
Designer to develop the best system for
motivating students to engage with the

learning content

GAME DESIGN STORYBOARD

Game Desigher works with the Educational
and Motivational Consultants to create the
main characters, plot, setting, challenges

and level structures for the game.

GAME DEVELOPMENT STORYBOARD

Game Developer creates a wireframe of
menu screens, character contr level
maps, in-game community building, and

user interface analysis/solutions

CREATE ASSETS

Game Designer creates visual assets for the
game (character creation, setting). They
also gather/create audio assets for the

game (sound effects, music).

[Continued)

LYNN WERRE, 2020
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Appendix E: Process Overview

A PROCESS OVERVIEW CONTINUED

PROTOTYPING

B oper p

ALPHA TESTING

Game is f unctional and rea

another round of esting in

BETA TESTIN

Final

1in its final form to

elopment

LYNN WERRE, 2020
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